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Juding one that could be ejected 
ы, 1. E ede and maneuver- 


of missiles and bombs, and it req od minimal таппак, 


Just six weeks after the first AHX-1 was ready, it was sent against Saddam Hussein, Mo Was s makin a 

renewed attempt to annex Kuwait. As soon as his forces crossed the international boundary line, a B-2 
bomber dropped an AHX-1 over Baghdad. Within three hours the main Iraqi military complex and the 
Presidential Palace were rubble. Four days later, the AHX-1 was successfully launched from a submarine 
against pirates in the South China Sea. Мо days later the President ordered the immediate construction 
of six more units. 


At the same time, a special AHX-1 Squadron was established. The Squadron consisted of a commander, 
Lieutenant General Rufus Pierce, and seven teams of AHX-1 pilots and copilots drawn from Special Forces 
units. The Squadron was to receive its orders directly from the Head of the CIA and was answerable only to 
him and the President. As soon as the remaining six helicopters were ready, the squadron went into action. 
According to unconfirmed intelligence reports, there are always three AHX-1s in the air and one in a subma- 
rine in the Pacific Ocean at any given time. This is an accurate reflection of the AHX-1 Squadron's motto: 
"Always Ready for Action!" 


Now it's up to you to assume control of the aircraft and head off on your mission. The danger has just begun. 


INSTALLATION 
System Requirements 


Minimal platform u Recommended 
* Processor Pentium 120 * Processor Pentium 166 with MMX 


lly discounted because of thelr limited range, until someone Sug- 
d with collapsible rotors, so they could be dropped into action. 
aircraft would be able to withstand the impact of such a drop. 
e across. bi eprints for the AHX- 1 helicopter, which would. 


u * Memory 16 MB * Memory 32MB 
n x oards ior five years before it was canceled for budaeta * Hard Drive Space 40MB (installation 15MB) * Hard Drive Space 40MB (installation 15MB) | 
e supposed de hauled by a Hercules from leg af * Sound: DirectX compatible Sound card * Sound SoundBlaster-compatible 32 | 
with a collapsible rotor so that it could be sent immediately into action. At the x (All hardware must be 100% DirectX compatible) ied 64 bit sound card x 
ation of FG, a new program to revive the AHX-1 was initiated. The new AHX-1 was planned _ А Graphics VGA with a minimum of 1MB of RAM Í Graphics PCI graphics board with 2 MB RAM 
t it could be dropped directly into battle situations. For this purpose, a special AHX-1 capsule - "Input Mouse, keyboard Input Windows 95 compatible | 
was designed to be-attached to a B-2 bomber. Despite initial сарват a prototype was devel- LZ. * Operating System Windows 95 u joystick (with drivers), rudder. 4 


—Ç ш three years. 


Í * 4X CD-Rom 


Simulator 


Select this option to fly the aircraft in a flight 
the simulator to Arcade or Real. While in the simus 


1. Rocket practice 4. Tow/b tank hunt. 
2. Hellfire practice. 5. Sidewinder plane/helicopter hunt. 
3. TV missile ae pe 6. Gun Practice. 

Mission 


Log On for Mission: This gives yo 
aircraft into battle under actual 
missions, you need to be briefe 


Modem/Network play optio 


With a modem or Network connection, you can play against an 
€ opponent, with each player representing a rival side in a conflict. 


1. Choose Join or Create. 


2. If you are creating a game, you will be asked to choose 
a mission. 


3. Choose the communication protocol. (If you select Join, 
you will go directly to this screen). 


| 4. Enter Session name. x 

PREFERENCES 
GENERAL 

PREFERENCES 


Display controls: 


Color depth: Choose 8-bit (256 colors) or 16-bit (65K-- colors). 
Please note: 


1. You can select this option only before the mission starts: 
you cannot change the color depth during a mission. 


2. Only the 16 Bit mode is optimized for MMX. 
3. The greater the color depth, the lower the frame rate. 


e opportunity to take your 
at conditions. As in real 
fore engaging in battle. 
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Use this screen to calibrate the Keybo 


Joystick buttons. 
Choose custom (use the button) to change : 
by selecting 


u can use the e joystick cor 
ssing a joystick button after selecting the comma 


IBRATE GAMEPLAY ` 


—Ç his screen to calibrate the following gameplay arameters: 


S i nited or unlimited weapons. 
hoose Sidewinder Autolock: 


- * Autolock On: The Sidewinder caging mechanism 
works automatically. : 
* Autolock Off : You will need to Uncage the missile eye 
each time before firing the Sidewinder. 
Gun Autohoming: - 
Autohoming On: The gun automatically aims at the locked target when it is in view. The 
gun reticule point follows the locked targets. This mode does not work when the view is 
from outside the cockpit. 


* Autohoming an 
Rockets fired © 
You can choose the umber of rockets that will be fred with each shot, from 1 to 5. 
Game Style 
Choose Real, Arcade, or Custom. 


* If you choose Real or Arcade, the parameters in the preferences are adjusted accordingly. The 
Custom option allows you to modify and save all the gameplay preferences. 


Flight Model 


Choose between Real and Forgiving for both landing and hovering. Choose Real to make landing more chal- 
lenging. In that case, you need to meet all the conditions of an actual landing, otherwise the helicopter will 
crash. These conditions are vertical speed, speed, and roll angle. Choose forgiving to simplify the landing 
conditions. Similarly for hovering. 


Damage 
You can choose from five different levels of damage each time the Helicopter takes a hit. 


BRIEFING SYSTEM 


Your AHX-1 is linked to an entire network of spy satellites, orbiting 
over the most sensitive zones in the world and providing you with 
up-to-date information about friendly and enemy deployment, troop 
movements, and terrain. 


Vital intelligence information is transmitted from these satellites 
directly to your cockpit, where it will appear on your MFD (Multi- 
Functional Display) screen. The MFD screen also has access to the 
AHX-1's vast databases, containing all information necessary to com- : 
plete the various campaigns. You can access this information through 
the hyperlinks on the maps and briefings. x 


On maps, a red line to one of the buttons surrounding the MFD screen | 
connects hyperlinked information about enemy troops and deploy- 

ment. A blue line connects similar information about friendly troops. | 

Hyperlinked texts іп the briefings and databases appears in green and : 

is connected by a green line to the buttons surrounding the | 

9 screen. Clicking the relevant buttons accesses more 

detailed information about the arena or topic. 


aiming кш: is 6 gun reticule at the center of the HUD. 
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i il take place. On it you will find major 
ks and the waypoints you need to follow to reach 
| th | 


mor irm паро of йеп mission arena. 
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course, there may be obste | th thí 

is secondary to the safe completion of the mission’ 28. FOr a. — 
example, when sent to destroy a bi you ul ` enemy ; 

troop movements. Although 

cles, you should first consider whet 

primary mission, or put you into any unnecessary danger. — 


Arm Helicopter -o 
There are eight bins on the AHX-1's side wings, designed to carry its 
arsenal into battle. You can choose the weapon to load from the 
5 ava x nain are ind [ | Arming screen. The selected bin is highlighted with a red outline. 
— ve | d 7" You can choose another bin by clicking the MFD buttons linked to 
2 | x | ; the wings, thus scrolling left and right on the bins. The weapon on 
that bin appears on the bottom of the screen in the selected weapon 
window. You can change the weapon on the chosen bin by using the 
MFD buttons linked to the chosen weapon window, thus changing 
the weapon both in the window and on the bin. The top two bins are 
limited to carrying either Sidewinder or TV missiles. 


Debriefing _ 


The first debriefing screen indicates whether you passed or failed 
together with a textual description of your accomplishments: 


The Statistics screen displays your stats, and the Losses screen dis- 
plays your losses for the mission. 
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saring on the map, such as buildings o 


om one campaign to 
ossibie to SV om mission to mission within 
each campaign. In order to advance missions, the 
ng mission must be successfully completed first. 


. The small hand of the 
large hand is calibrated 


Multi functional 
You can cycle through the four MFD modes wit 
MFD. Holding down the Shift key while pressing “[“ 


The four modes, Tactical Situation Display, Flight Plan, Weapons, a 


Tactical Situation Display x 
The Tactical Situation Display provides a symbolic representation of all buildings, ground vehicl 
within a 360-degree field of vision. Press [R] to toggle between the 1,2, 4 and 8 miles ranges. 
The radar information provided b e Tactical Situation Display comes from the B-2 bomber flying overhead. 
The Display uses different symbols ) distinguish between ground vehicles, allied-, and enemy aircraft. 

The friendly targets are represen d by a green rectangle. 

The enemy targets are represented by a gray rectangle. 

The enemies in combat with the AH) are represented by a red rectangle. 


The enemies that are firing the AHX-1 are represented by blue color with appriate shape. All aircraft are rep- 
resented by circles of the same color as the enemy targets. 


Flight Plan: 


This displays the aircraft's flight plan as a series of Waypoints (t, 2, 3, etc. L signifies the landing point), 

and your position in relation to this flight plan. The Flight Plan is set against real-time satellite imagery of 

the terrain beneath the aircraft. You can toggle between the succeeding and preceding Waypoints by pressing 
[N] and [Shift-N]. 

The Flight Plan is necessary to pilot the AHX-1. To reach the next waypoint, you need to turn the helicopter so 
that the heading display matches the bearing display. The proper direction can be confirmed by verifying that 
the next waypoint is situated at 12 o'clock (directly ahead) in relation to the aircraft. This can be seen on the 
HUD bearing strip. 


The current waypoint is automatically advanced to the next steerpoint once the AHX-1 reaches it. 


Tactical Situation Display Flight Plan Weapons System Status 
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* Selected Weapon and Number of кй Left-the name of the (я bos — weapon and t 
number of weapons of this type left. 


* Time Until Impact-will be displayed as a digital value (in SSS.S опта) inside а framed box. This 
value represents the time until the currently launched weapon reaches its target. — 
* DLZ - Dynamic Launch Zone (on when using some Weapon sysiems)— thi 0g symbol displays 
the following data: | 


1. Minimum launch range — (Rmin) that will i insure the weapon iplodes at a safe distance 
from the AHX-1. x 

2. Maximum launch range — (Rmax1) The longest 
range within the weapon s capability that has a prob 
ability of 75% to hit the target if the missile's seek 
locked on the target. u / 

3. No escape zone — (Rmax2) The ranges that ensure 
100% probability of target kill (as long as the target 
does not use any ECM jammer or dispenses flares), 
the missile's seeker locked on the target. — 

4. Range to the present target — (digital in feet & ana- 
log “<” caret). When the range to the target is greater than Rmin and less than Rmax1, the 
missile is "In Range." During this condition the missile seeker reticule flashes. 

Target Acquisition and Designation LCD (TADL) - 


The TADL is the main system for steering the Tow/b missile and TV missile. It can also be used for accurate 
30mm gun firing. Like the HUD, the TADL' indicators vary with each of the different weapons. 
The following TADL data is displayed in all TADL modes: 

* Heading Tape: Displays the current heading angle. 

* Zoom Level: Displays "Zoom XXX," where XXX represents 


the TADL display's current zoom level (a value between 50 
and 450). 


a t- ke be pa d as a “V” caret rg ile to the heading tape, when the bearing to the 
next steerpoint is b 10. 


Turn Direction Caret-will be displayed as a “<” or “>” caret on the left or right of the heading tape 
when the bearing to the next steerpoint is greater iren (10 (indicating the shortest turn direction). 


* Radar Altitude-will be displayed both as a digital value (in feet) inside a framed box, and as an analog 
. value using an altitude tape (that spans between 0 and 350 feet). 


w / High Altitude Warnings-will be displayed as triangles beneath or above the digital altitude box 
< when the AHX-1's height above terrain is lower then 20 feet or above 300 feet. 


ill be displayed as a digital value (in 96) inside a framed box. 

e displayed as a digital value (in knots) inside a framed box. 

will be displayed as a digital value (in HH:MM: format) inside a framed box. 

& Horizon Barmdash horizontal pitch scales (pitch ladder), that defines the current pitch 


NA: 
24060 — MELLFIRE:10 


‘gE Designator Box (TD-BOX) — a framed box enclosing the currently selected (locked) tar- 
get, when it is located inside the HUD field of view (FOV). 


а 


* Steering Caret: Displayed as a "V" caret relative to the 
heading tape, when the bearing to the next steerpoint is 
between 1-180. u 


* Turn Direction Caret: Displayed as a 2 or “>” carat on the | 
left or right of the heading tape when the bearing to the next 
steerpoint is greater than 180 (this symbol indicates the 
shortest turn direction to the next steerpoint). 


* Selected Weapon Type: Displays the currently selected 
weapon “TOW”, “GUN”, "Hellfire", "TV-missle", or^ “ 
(when TADL is entered when the current selected weapon is 
rockets or sidewinder). 


1 Number of Weapons Left: Displays the number of weapons left of the currently selected weapon (or 
“ “ when TADL is entered and the current selected weapon is rockets or sidewinder). 


* TADL Aiming Reticule: Indicated by one of three symbols (located at the center of the TADL field of 
view): the first symbol will be used in zoom levels between 50-237, the second between 238-371, 
and the third between 371-450. 


* Time Until Impact: Displayed as a digital value (in SSS.S format). This value represents the time until 
the presently launched weapon reaches its target. 


Additional TADL symbols with Tow selected 


DLZ (Dynamic Launch Zone): This analog symbol displays: Minimum launch range (Rmin), Maximum launch 
range (Rmax1), and Range to the present target (digital and analog). When the range to the target is greater 
than Rmin and less than Rmax1, the missile is "In Range." During this condition the “TADL is aiming" reticule 
flashes. 


Additional TADL symbols with Hellfire selected 


DLZ (Dynamic Launch Zone): This analog symbol displays the Minimum launch range (Rmin), Maximum 
launch range (Rmax1), and Range to the present target (digital and analog). When the range to the target is 
greater than Rmin and less than Rmax1, the missile is “In Range." During this condition the “TADL is aiming" 
reticule flashes. 


Target Designator Box (TD-BOX): A framed box enclosing the currently selected (locked) target, when it is 
located inside the TAD field of view (note: the target does not change during the flight of the missile). 
Target Locator Line (T LL): A line that starts at the TADL center and points to the currently selected 


(locked) target, when it is located outside the TADL field of view Lg the target does not change — 
during the flight of the missile). 
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untdown timer det the estimated time. until impact. 


u can try to navigate the missile using the aiming reticule on the HUD TU The Tow missile will go to 
е HUD bore site reticule. This method is crude and chances of a hit are slim in comparison to the magni- 
d accurate TADL sighting system. Note the DLZ for in-range information. 


1. Press [F2] for Forward view mode. 
2. Press [Enter] to select weapon. 
3. Steer view toward a selected target and situate your target within both е to get the target 
range. 
4. Once in range, press [Spacebar] to launch the weapon. 
5. The AHX-1 will go into Hover mode when you go into TADL view (under 10 knots). 
6. Follow the target with the aiming reticule on the HUD display to navigate missile to target (preferably 
"launching the missile, it while in the TADL mode). 
| eer the missile toward t | DL mode 
0 epi 1. Press [Enter] to select weapon. 
2. Steer aiming point toward the target with the joystick. 
Sil through the TADL view (best performed while the helicopter is hovering). The 3. Once in range, press [Spacebar] to launch the weapon. 
tered th Г the joystick are then ges only to the Tow missile (to com- — . 4. Constantly keep the aiming point over the target to navigate the missile. 
If you are not in hover flight mode when entering the TADL view, the simulation will hand control over to the 


Copilot, who will keep a steady course and altitude. Steering the aiming point outside the constraints of the 
“missile field of view will cause your copilot to adjust the plane’s bearing. 


ellfire AGM114B Radar-Guided Missiles 


e advantage of the radar-guided Hellfire is its “fire and forget” capability, with automatic target selection 

d designation'by the B-2’ s fire control radar at ranges of up to 5.5 miles. Hellfire can be ripple-fired at 
multiple targets without the helicopter having to face the target during the missile’s flight. When 

the helicopter is engaged in “ripple firing” the countdown timer indicates the time it would take for 

- the last missile fired to reach its target. Nevertheless, the user must maintain a clear line of sight 20 


he — target (es and peu When the range to the target is greater 
1, the missile is “In Range." During this condition the missile pre-launch aim- 


ing reticule flashes. 


Press [F2] to select the pilot's forward view. The field of view of the missile is shown on the HUD j 
as two large rectangles. If your target is marked by a TD box and the target designator box lies 


with the target and place it in the HUD round cage at the time of fir- | 
ing. The closer the target is to the aiming reticule at the center of the 
cage circle, the higher the probability of a hit. Once a target is i: 
destroyed, the B-2's fire control radar selects the next according to d x 

target prioritization protocols. Pros ЖЕЕ АЈБ 
Additional HUD symbols with Hellfire selected: E 


Hellfire pre-launch shoot zone: Before launching the Hellfire missile, 
the target must be located inside the pre-launch shoot zone (a circu- 
lar reticule located around the HUD boresight with an open cross a 77 
its center). 


DLZ-Dynamic Launch Zone: This analog symbol displays: minimum launch range (Rmin), maximum launch 
range (Rmax1), and range to the present target (digital and analog). When the range to the target is greater 
than Rmin and less than Rmaxt, the missile is “In Range.” At this time, the missile pre-launch shoot zone 

reticule flashes. u 


Sidewinder - IR Alfito-Air Missile 


The Sidewinder is an infrared-guided air-to-air missile with a range 
of approximately 3 miles. After the weapon is selected, the lock-on 
cage appears on the HUD. Steer the target into the cage circle. When 
a target is in the cage circle, it begins to flash. The closer the target 
is to the center when uncaging/firing, the higher the probability of a ks is 
hit. To maximize the probability of scoring a hit, line up the target MEE 
апа the aiming reticule and launch at a range of less than 8,000 uper pne 
feet. You may uncage the missile by using the [C] button. Uncaging ` 
will change the cage circle into a smaller indicator showing the eye 
of the missile. If the indicator follows the target, it is an indication 
that the missile IR eye has acquired the target. Push Fire Button 1 on 
your joystick to fire the missile once a lock is verified. If the indicator swoops in another direction once you 
Uncage it, this means the IR eye has locked onto something else and the missile would have close to zero 
chance of a hit if fired. To try again, press [U] to recage the missile eye and try again until you have a lock. 
Note that the DLZ indicator is a crucial element when you are using the Sidewinder range. You may fire with- 
out trying to Uncage the missile eye, but this will, of course, yield a smaller hit probability, since you will 
sometimes be firing without having the eye locked on the target's IR signal. 
21 


Additional HUD symbols with Sidewinder selected 
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Missile seeker reticule: 
CAGED STATE: Before the missile seeker iS 
This symbol then defines the seeker acquisition are 
duces a 7096 probability of a hit. The closer the target is to 
launch, the higher the probability that the seeker locked on the target. Uncage with p. | 
UNCAGED STATE: After the missile seeker is released, the reticule will track the target (if the seeker locked on 
the target), or it will start drifting with no relation to the target (if the missile did not succeed in locking on the 

чы A missile that st succeeded ir in wi 


e longest range within the weapons capability that has a probability 


of 7596 of hitting the target 's seeker locked on the target. 


NO ESCAPE ZONE: (Rmax2) 7 he | [ t ensures 100% probability of target kill (as long as the target does 
not use any ECM jammer or disp: ares) if the missile's seeker locked on the target. 


— RANGE TO THE PRESENT TARGET: (digital in feet and analog “<” caret ). When the range to the target is greater 
— than Rmin and less than Rmax1, the missile i is "In Range"; at this time, the missile seeker reticule flashes. 


- Summary 

1. Press [Enter] to select weapon. 
2. Turn toward target. Place the target as close as possible to the aiming point. 

3. Press [U] to verify a lock of the missile eye on the target. If failed, press [U] to recage the missile eye. 
4. Press [Spacebar] to launch weapon after it has acquired target. 


30mm Chain Gun 


_ The chain gun is a potent weapon in both air-to-air combat and 
- against lightly armored ground targets. Like the missiles, it can be 
steered with radar, the TADL, and the HUD, but it has a maximum 
range of only 6000 feet and is most effective between 300 and 
2,000 feet. When used with the air radar, the gun is aimed automati- 
cally so that the boresight is on the aiming point. However, the gun's 
pivot is limited to 11 degrees up, 60 degrees down, and 100 
degrees left and right, which restricts access to targets when in 
motion. When used in conjunction with radar, TADL, or HUD, the gun 
is steered so that the computed impact point (shown as a large X on 


\ ‘Missiles: x 
e TV Missile is the most advanced weapon in the AHX-1's arsena [tis a lc 
X-1's other missiles) that is equipped with a video camera mounted on its D. A transmitter bats 06. 
W "irt the T to the TADL of the AHX-1. Using the by. the pi ot can maneuver the m юа 


35116 i 

ihe TADL ШЫ, QU with an enel 
Jel/flight time left for the missile. 
ode without е from the TADL m 


oint 0 on the ground is ated within these two lines by the ا‎ reticule. 


Rocket aiming reticule: A reticule that defines the computed point where a launched rocket will hit the 
ground (it is located at the end of the rocket flight path line). 


reticule moves towards the nearest target designation box and marks the point of impact for the 

pilot is required to vertically position the rocket flight path funnel on the target. The automated 
jill then adjust the tilt of the rocket launcher to aim for the target. The same two symbols 

e. In TADS mode the craft is controlled by the joystick, to allow the necessary 


_ 1. Press [F2] for Forward view mode. - 
2. Press [Enter] to select weapon. 

8. Press [H] to go into hover mode. 
4. Press [T] to go into TADL mode and maneuver the missile. 

DL mode - x 

1. Press [Enter] to select weapon. 

2. Steer aiming point towards target with joystick. 

- 3. Press [H] to go into hover mode for best missile stirring accuracy. 
_ 4. Press [Spacebar] to launch the weapon. 

5. “ Navigate" the missile at Mach 1 to target. 


Chaff Капа i ‚ — 

These can be effective cout e aures. ыйы infrared-guided missiles (flares), and radar-quided missiles 
and radar-tracking AAA (chaff). Both chaff and flares are dispensed automatically after threat evaluation by 
on-board systems. You can override this feature selecting manual (press [Alt] and [C]) and then pressing [C] 
for chaff or [F] for flares). The AHX-1 is outfitted with 30 of each. 


APPENDIX A: KEYBOARD COMMANDS 


R (forward) Shift+R (back) 


KEYBOARD FUNCTIONS da ckspace _ 
Toggle next steer DOIN ............ raa иан N — S — |... 9 «X. OOO Wu ift4-Backspace 
Toggle previous steer point |... pL UL SHIFT--N | 
Increase altitude (Arcade mode only) ........ ....................... + I  — — РИСИ Е 
Decrease altitude (Arcade mode ОШ)............................. | iig ug  — ^" '""* w*" 
Increase collective value (Real mode only) .................. Lo. + айа 10% (Keys 1-0 set the 

collective percentage). 
Decrease collective value (Real mode only) ...................... ...  Subtracts 10%. (Keys 1-0 set 

the collective percentage). ЭЭ э | 
Yaws left while hovering ..................... _ rere Z x u А 
Yaws right while һОУӨППД............ _.. ..... . 1 ....... X x и I Nh 
Compress simulation ume and speed .............................. Tab rrr _ s 
Restores normal simulation tme ...................................... Ctrl + Tab MM a MM RD Gi LL O 
mech a Certain weapon . . ...... .... ................. ess ENTER/JSTK2 7 E o a Mte ои qucm 
миы „ы M ^na remote payer when in chat view and eit chat mode Enter 
dou c er dispersion ...... ................ ............ ie, e MH UyOO j j C CC C O O 7 5 7 M 
cou s oco qo nop ....................................... F 
EID eye CUS asmuahnbi.................................. Alt+F 
ООЛО ПАШ and outside VIOWS) ................................ | 
ШОЛ OL ADL and outside VOW) ................................ 0 
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I | Ü ШАГ utsi Outside view looking | WORLD | The display may be moved 
| —Q —x -atthe AHX-1. | around the AHX-1 using 
W ipl T u x “<” and “>” and zoomed 

in & ut using un and РО”. 


The view towards the target 
from the weapon's point of view. 


Looking towards the AHX-1 
from a static point in the world. 


Valid only with 
missiles and rockets. 


WORLD The point is defined by the 
AHX-1's position when 
the view was selected. 


Looking towards the AHX-1 
from a present selected target. 


TADL view from 
inside the cockpit. 


Z 7666 
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If our technicians determ 
of original purchase, (unless otherwise p 
to the original purchaser, if the item is accompa 
not have the original receipt, or if the warranty period h 
edium for a nominal fee. 


Technica E. us s .& t Canada; 
Assistance Via mene Viide Web | v 


pm 


/ 


SS SS SS 


ses 


SESS 
SS 


hited States & Canada 
x x ce Interactive Software’s Tech Support at 716-871-6646. We have an Interactive 
Voice Response and Faxback system that is available twenty-four hours a day, seven days a week. If you 

- should need live support, we are available Monday through Friday, 10:00 AM until 10:00 PM (EST). Please 
note that live Tech Support may be closed on major holidays. We ask that you do the following when calling: 
be at your computer; have your system information ready for our technicians including system make and 
u deo nd sound card data and drivers; and any screen or error messages you've encountered | u 
ently displayed on your screen). It will expedite your handling significantly. ftware Publishers Associalio x 
rocedures In The United States & Canada 01 Connecticut Ave., Suite 901 — — 
nicians at 716-871-6646 determine that you will need to forward materials directly to Washington, DC 20036 


dea brief letter explaining what is enclosed and why. Make sure you include the Return ; 
se Authorization Number supplied you by the technician and your telephone number in case we is program is protected by United States federal and international copyright laws. 
trademarks mentioned in this manual are the property of their respective owners. 


NS 


tte dass sich unser technischer Kundendienst in England befindet. 
chen Sie unter folgender Nummer: 00 44 1923 209151 


—— 
D 


- $ to the Software Publishers Association, call 1-800-388- 


ed to call you. Any materials not containing this RMA# will be returned to you unprocessed. Your mail 
loul ! be sent to the following address: 

— GT Interactive Software Corp. 

Attn: TS/QA 

1 Nixon Lane 

Edison, NJ 08817 


— 
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Creative/Art Director |... НАЕ 

90, Design Team Lead О. | d am Иии 
JA C 7 MM 3 Mossi Shuchman 
211150022252 n = MENO ОЙ 0931 
16448411 1010 | (77 TOME. a O Chipriana 
/ оо ااا‎ x (C OMIM ووو‎ Dina Lanski 
Video Compositing and Menu Design LLL 

Mission Design Lead ............ COC“ T ODD o Arik Copelman 
Mission Desioner uL VT TIDDDMENMT Yaakov Levi 
Story Editor . au 0 Danny Wool 
Sound Designer Music and sound effects ...................................... Danny Aharonson 


Came DOS r een ل‎ enhn Yasha Rosov 
اداو‎ .  . —............................... Yoram Avidan 
TOER 6 On 0.  . ...................................... Benny Karov 
ОЛОО МИХ |. a иаа аиан аи инин: Benny Matityaho 
IOO O к QI o иаи иинин Tsemach Mizrachi 
ИОН Alon Nahary 
(Ce o 20 Programmer ... ....................................... Mark Lipsman 
BON team та ии ........................................... Asaf Levin 
2:00 000p Programmer ........ иии, Avi Bueno 
amaton Programmer о (UW Margarita Alp 


Boaz Giron 
Michal Benyamin 
llya Lichtzier 
Giora Lampert 


v vu vv 001 UU í ИНА Edo Segal and David Zerah 

cL ^ m n d c T cx К ЧАНА Rohan Saksana 
O O ل ااا‎ иинин иии Edo Segal, David Zerah, and Asaf Levin 
doo wn c cu uu David Kamian and Danny Wool 


GT: . 
sus 00 0 o uu uU Jim Tripp 


иии c T Jason Schreiber 

u EEE A ........... Trevor Barnes 
Fara; Shari Bernstein 
3 1 P, Dmitriy Yukhnovskiy 


E OTES [ END-USER LICENSE AGREEMENT 


|, License.. The software accompanying this license (the “Software”) and the related documentation are licensed to you by us and are subject to this license. If the 
Software is configured for loading onto a hardrive, you may so load the Software only onto the hard drive of a single computer and run the Software off only that 
hard drive. You may not delete the copyright notices or any other proprietary legends on the original copy of the Software. You may transfer all rights we grant to 
you in this license to someone else as long as he or she reads and agrees to accept this license. If there is an editor incorporated into the Software, this license 
is also subject to Section 8 below. 


ў 
2. Restrictions. The Software contains copyrighted material, trade secrets and other proprietary material. You may not decompile, modify reverse engineer, disas- 
— semble or otherwise reproduce the Software except as expressly allowed by us. You may not rent, lease, sublicense or distribute the Software. You may not elec- 
tronically transmit the Software from one computer to another or over a network. 


21 3. Termination.. This License is effective until terminated. You may terminate this License at any time by destroying the Software and related documentation. This 
License will terminate immediately without notice from us if you fail to comply with any provision of this license. Upon termination, you must destroy the 
Software and related documentation. 


4. Disclaimer of Warranty on Software.. You are aware and agree that use of the Software and the media on which it is recorded is at your sole risk. The Software, 
related documentation and the media are provided "AS IS." Unless otherwise provided by applicable law, GTIS warrants to the original purchaser of this product 
that the Software storage medium will be free from defects in material and workmanship under normal use for ninety (90) days from the date of purchase. This 
warranty is void if the defect has arisen through accident, abuse, neglect or misapplication. We EXPRESSLY DISCLAIM ALL OTHER WARRANTIES, EXPRESS OR 
IMPLIED, INCLUDING BUT NOT LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. WE DO NOT WAR- 
RANT THAT THE FUNCTIONS CONTAINED IN THE SOFTWARE WILL MEET YOUR REQUIREMENTS, NO ORAL OR WRITTEN INFORMATION OR ADVICE GIVEN BY US OR 
ANY OF OUR AUTHORIZED REPRESENTATIVES SHALL CREATE A WARRANTY OR IN ANY WAY INCREASE THE SCOPE OF THIS WARRANTY. SOME JURISDICTIONS 
DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS MAY NOT APPLY TO YOU. 


5. Limitation of Liability. UNDER NO CIRCUMSTANCES, INCLUDING NEGLIGENCE, SHALL WE BE LIABLE FOR ANY INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAM- 
AGES THAT RESULT FROM THE USE OR INABILITY TO USE THE SOFTWARE OR RELATED DOCUMENTATION, EVEN IF WE HAVE BEEN ADVISED OF THE POSSIBILITY 
OF THOSE DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES SO 
[HE ABOVE LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. In no event shall our total liability to you for all damages, losses, and causes of action (whether 
in contract, tort or otherwise) exceed the amount paid by you for the Software. 


‚ Controlling Law and Severability.. This license shall be governed by and construed in accordance with the laws of the State of New York, USA. If any provision of 
this license is unenforceable, the rest of it shall remain in effect. 


/ Complete Agreement.. This license constitutes the entire agreement between the parties with respect to the use of the Software and the related documentation. 
Û, Editor and End-user Variations. 


a) The Software may include an “Editor.” An “Editor” is a feature which allows you to modify the Software or to construct new variations for use with it. 
These modifications and variations can be both playable and non-playable. An Editor includes its associated tools and utilities. An Editor is NOT shareware. 
You may not freely distribute it to any BBS, CD, floppy or any other media. You may not sell it or repackage it for sale. 


(b) Using the Editor, you may create modifications or enhancements to the Software, including the construction of new levels (collectively referred to as 
"Variations"), subject to the following restrictions: 


i. Your Variations must only work with the full, registered copy of the Software, not independently or with any other software. 
ii. Your Variations must not contain modifications to any executable file. 


iii. Your Variations must not contain any libelous, defamatory, or other illegal material, material that is scandalous or invades the rights of privacy or 
publicity of any third party, or contains any trademarks, copyright-protected work, or other recognizable property of third parties. 
iv. At least once in every online description and with reasonable duration on the opening screen, your Variations must prominently identify (i) the 


names and email addresses of its creators, and (ii) the words “THIS LEVEL IS NOT MADE BY OR SUPPORTED BY GT Interactive Software, The 
WizardWorks Group, or any of their affiliates and subsidiaries. 


v. Your Variations must be distributed solely for free. Neither you nor any other person or party may sell them to anyone, commercially exploit them 
in any way, or charge anyone for using them. You may exchange them at no charge among other end-users. 


_ vi. By distributing or permitting the distribution of any of your Variations, you hereby grant back to us an irrevocable royalty-free right to use and distribute them by 
any means. 


vi. The prohibitions and restrictions in this section apply to anyone in possession of the Software or any of your Variations. 
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Need a hint? 


1-9800-CALL-2GT 


1-900 -225 -5248 
(95€ per minute. $1.95 for fax back maps.) 
must be 18 years or older, or have parent's permission 
to call. touch tone phones only. 


wg Designed for 
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AHx-1" O 1997 Pixel Multimedia (1991) Ltd. All Rights Reserved. Created by Pixel Multimedia (1991) Ltd. 
Published and distributed by GT Interactive Software Corp. GT is a trademark and the GT logo is a registered 
trademark of GT Interactive Software Corp. MMX and the MMX logo are trademarks of Intel Corporation, used 
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